experience, as discussed in [1, 2, [4] [5] [6] 8] . With this special issue we collected eight groundbreaking articles shading new light on the world of ambient media. Several articles contribute through various aspects which are briefly discussed within this editorial.
A special feature of this special issue is the first article, which discusses several contributions and attempts to provide a topical introduction into the themes addressed. The article is entitled "Ambient Bloom: New Business, Content, Design, and Models to Increase the Semantic Ambient Media Experience" contributed by B. Pogorelc et al. This special issue ranges a wide range of applications of ambient media-ranging from gaming, TV, assisted living, mobile contexts, ambient displays, business models, and health care. The articles discuss a wide range of new ambient technologies, algorithms, business models, and methods to demonstrate the innovation aspects that ambient media bring.
The second article contributed by A. Lugmayr et al, entitled "Categorization of Ambient Media Projects on their Business Models, Innovativeness, and Characteristics -Evaluation of Nokia Ubimedia MindTrek Award Projects of 2010" gives an overview of a wide range of ambient media applications, and shades insight into the defining ambient media from a business viewpoint. The remaining six articles focus on specific aspects of semantic media. If you should be interested in joining activities around the wider field of semantic ambient media, we would like to draw the attention to activities such as the AMEA -Ambient Media Association (see http://www.ambientmediaassociation.org), the Semantic Ambient Media (SAME) workshop series (see e.g. [3, 7] ), or the Nokia Ubimedia MindTrek Award (see http://www.numa.fi).
We definitely wish to give the reader a fully new perspective on the newly emerging field of ambient media. We also would like to thank all the contributors of this special issue, especially our team of reviewers. Prof. Dr. Artur Lugmayr describes himself as a creative thinker of future media environemtns, and his scientific work is situated between art and science. He has over 15 years experience in the wider field of digital media from a business, technological, and content creation perspective. His experience extends towards digital television, digital film making, virtual reality, media business information management, business consultancy, social media, ambient media, and creative media designs. His vision is to create innovative media experiences with emerging media platforms tagged with solid buisness models and processes. workshops (e.g. SAME workshop series); established several competition situated between art and technology (e.g. Nokia Ubimedia MindTrek Award, EuroITV Grand Challenge); held over 10 scientific conference tutorials (e.g. ICME, EuroITV, uxTV, ACM Multimedia); is editorial board member of several journals and publishers (e.g. Springer-Verlag, SERSC Press, IGI, ACM Computers in Entertainment); acted as review/ programme committee member of over 30 conferences; contributed numerous books, book chapters, and wrote over 50 scientific publications. He founded the production company LugYmedia Inc. and is in the process to establish new startup companies. 
